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IPerG
Integrated Project on Pervasive Gaming
Pervasive games are a radically new game form that extends gaming experiences out into the physical world.
IPerG aims to produce entirely new game experiences, which are tightly interwoven with our everyday lives through the items, devices and people that surround us and the places we inhabit.
It does so through the concrete exploration of example games in showcases, each exploring a different genre of pervasive gaming. The showcases currently in progress are Cossmedia, Socially Adaptable Games, Massively Multiplayer Reaching Out, Enhanced Reality Live Role-Playing and City as Theatre.
The experiences are generalised through research themes exploring business and organisation models, design and evaluation methods, infrastructure, and development tools for pervasive games.
Impact
The objective of IPerG is to develop infrastructure, tools and methods for pervasive games. The aim is to:

· Enable rapid and cost-effective creation and staging of pervasive games thus impacting the gaming market
· Create good designs thus impacting quality of pervasive games
· Understand the intended audience for a better user experience
· Get a better understanding of the societal impact of games
IPerG’s main innovations

The main innovations emerging from the project will include:
· A Business model knowledge: Analysis of business models and value chains

· Design and evaluation Knowledge: Methods and models for good games

· Middleware for running games

· New tools for constructing, staging and analysing games

More details

· More information available from the bi-monthly IPerG Newsletter (to subscribe email: owner-iperg-friends@sics.se)
· Publications and public deliverables of IPerG  are available from the project web site. at: http://www.pervasive-gaming.org/  (flash pages) http://www.pervasive-gaming.org/index_html.html (html page)
· A flyer and presentation (powerpoint) are also available on the project site.
IPerG’s upcoming work
IPerG approach to research is ‘research by example’. Through the parallel exploration of multiple game examples, we gather knowledge about common properties of pervasive games. This informs our research into general design issues as well as the development of generic software and hardware.
The following games are examples of the games developed during year one. 
· Epidemic Menace is a localised game experience available on a host of devices, thus untying the game from a particular game device. The game targets a wide youth audience.
· Garden of Earthly Delights extends the widely popular massive multiplayer game genre with physical game elements, through the use of position tracking and mobile technology. The game targets in particular dedicated gamers.

· Prosopopeia is a live role playing experience in a physical environment which is being enhanced, or even enchanted, through technology support. The game targets both dedicated live role players as well as inexperienced players.
· Day of the Figurines explores games as interactive art experiences that take place on the streets of a city as well as on-line.

The major activities planned for the second year involve:
· Continued development on the four games described above
· A new socially adaptable game for mobile phones
· Design guidelines for Pervasive Games
· The development and use of novel technology for pervasive game infrastructure as well as for development and deployment.

Administrative details

IPerG is an Integrated Project (no. FP6 - 004457) supported by the European Union's IST FP6 programme. It started on 1st September 2004 with a duration of 42 months, and is expected to run until March 2008. It has a total budget of €9.83 MEUR.
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Events in connection with IPerG
· In September 2005, IPerG arranged for an ‘open house’ event featuring demonstrations and results presentations. The day was highly successful with more than 70 attendees and Swedish press coverage.

· IPerG exhibited at the IST conference in Hague, November 2004.

· IPerG exhibited at the SITI exhibition in Stockholm, June 2005.

· IPerG has been featured numerous times in the public press, radio and television in several European countries. Examples include The Guardian (UK), Dagens Industri (Sweden), and Nyhetsmorgon (Swedish television).
More details from http://www.pervasive-gaming.org/index_html.html (‘Press’)
· IPerG has published more than six conference and journal publications during the first year, including an article in the Communications of the ACM.
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